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Session Overview and Goals

Mobile Technology
has moved from a
supplementary to
primary means of
instruction and
support in all
delivery models.

Thee are two types
of mobile resources
– general and
course specific.

By creating classspecific mobile
resources, writing
instructors take
ownership for the
content of their
students’
experiences.

Session
participants will use
their own devices
to engage in
building mobile
resources for
student writers.
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A Call to Action . . .

The first PDA – the
precursor to the
smartphone – was
introduced in the
1990s.

The first true
smartphone was
introduced in 2007
(The I Phone).

The first post PC
tablet was
introduced in 2010

As early as 2005,
calls were made for
a mobile technology
revolution to
enhance student
learning and the
student experience
(Wentzel, et al.,
2005(.

A decade later, that
revolution is a reality
as students of all
ages in all delivery
methods seek
instantaneously
accessible digital
resources.

Role of Mobile Technology in
Writing Instruction
Writing resources are
created by instructors
who want to retain
control over their
teaching materials and
the student experience.

Since most 21st
Century students
exist in the world of
mobile information,
making those
resources available
via mobile devices is
critical.

In writing courses, supplemental
materials and resources form the
nucleus of student learning.

The Mobile Technology Equation

Easily
accessible,
mobile
resources

Subject to
instructor quality
and content
control

Equally
accessible
technology that
does not depend
on advanced
skills in web
design or coding

Tools Support the Content Not the
Other Way Around
Don't select apps for mobile
devices because they look
intriguing.

Most apps are opened only once
or twice. (Gibson, 2012)
Give some thought to whether
students will actually use the app
for the intended instructional
goal.

Remember, mastery of the
device and the application is not
the goal. (Gibson, 2012)

Tool Mastery Should Not Be Rocket
Science
When managed correctly, very little class time should be
consumed teaching students how to properly use an app.
Most often, students learn to use the device and the
application very quickly.
Using techniques such as a flipped classroom, students can
learn how to use the device outside of class, allowing the
instructor more time during class to engage in the curriculum.
Remember, mastery of the device and the application is not
the goal. (Gibson, 2012)

Know the Rules of Instructional
Design
When designing curriculum for mobile instruction,
consider how students will engage with the devices.

Take advantage of discovery, situational or problembased learning opportunities.

These three terms are often used interchangeably, but
the intent is the same: They challenge students to
construct their own knowledge, either working
independently or in teams.

These curricular learning units are often based on realworld events and problems students are likely to
encounter including writing scenarios (Gibson, 2012).

What Are The Goals?

Be certain you've identified what you want
students to learn.

Rather than using the app as a random
drill and practice, clearly define what you
want the student to accomplish through
use of the product before introducing it
into the curriculum. (Gibson, 2012)

Be (Mostly) Age Appropriate
Today's undergraduates may be more adept at
using a mobile app than graduate students or
returning midcareer professionals.

Be sure the app targets the correct age level.

Most educational apps normally include a
target age that is most appropriate. (Gibson,
2012)
Caveat – older students can have ‘fun’ with
apps designed for younger students and still
learn.

Know What You Will Measure and
How You Will Measure It
As with any type of learning, data collection is very important
for evaluating the effectiveness of the instruction.
Most apps do not include built-in assessment mechanisms, so mastery of the
topic must be collected using another process.

Demonstration of mastery
Typically exhibited when the student or team of students is asked to present the
learning unit to classmates
Also demonstrated by using a digital portfolio that represents a collection of their
work.(Gibson, 2012)

Student Feedback
Assessing the effectiveness of the tool may also require gathering feedback from
the students.

Build on What You Have!
Mobile devices is their ability integrate with many
traditional classroom technologies including:
•web-based television,
•screenshares
•interactive whiteboards
Soon enough, mobile devices will be mainstream
devices as common in the classroom as any
other technology (Gibson, 2012).

Screencast is your friend!

Screencast allows
real-time
demonstrations.

Screencasts can
be recorded for
reference.

Consider
combining a live
session tool like
Google Hangout
or Adobe Connect
with a
Screencasting
Tool.

Screencasting
tools include
Screecast O
Matic, Jing, and
Screenr.

Remind
• Send deadline reminders and other tools directly to students.
• https://www.remind.com/
• (Waters, 2011)

Ways to Use Remind.com

Beginning of term reminders

Syllabus (Word document or pdf)

Announcements

Assignment reminders

Quick tips and other resources

Links to resources

Notes of encouragement

https://www.google.com/edu/training/get-trained/apps/introduction.html#

https://www.google.com/edu/training/get-trained/classroom/introduction.html#

https://www.google.com/edu/training/get-trained/docs-suite/introduction.html#

https://www.google.com/edu/training/get-trained/gmail/introduction.html#

Boomerang
http://www.boomeranggmail.com

1.
2.
3.
4.

Boomerang (Return to Inbox Later)
Send Later
Recurring Messages
Read Receipts

Boomerang
http://www.boomeranggmail.com/faq.html

https://www.google.com/edu/training/get-trained/sites/introduction.html#

Google Groups
https://support.google.com/groups/answer/46601?hl=en

Google Hangouts
https://helpouts.google.com/109172813571934524948/ls/9cf430e61b70c381

https://www.google.com/edu/training/get-trained/youtube/introduction.html#

https://www.google.com/edu/resources/communities/#

Padlet
https://padlet.com/auth/login

Why Build an App?
Designed for
mobile devices

Ease of
navigation for
users

Not a data
heavy so less
bandwidth

Make key items
readily available
on mobile
devices

Learning on the
go

What to put on an App?
1

• The syllabus

2

• A calendar

3

• Assignment directions (PDF)

4

• Lectures (audio/visual and PDF)

5

• Worksheets

6

• Study Aids

7

• Anything students may need to access on the go

8

• Do NOT try to replicate the whole class

http://www.buildanapp.com/home

http://www.como.com/features/

https://appery.io/

http://docs.weejot.com/schools

http://www.appmakr.com/

https://www.yapp.us/
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